FLOTSAM AND JETSAM CARD LIST

The Mascot:  The ship’s mascot made it on board – a cat, sloth, or other foul, small animal – and is your personal charge.  As food, it is worth four day’s provisions, but killing it causes a one point increase to the Madness of the slayer as well as yourself (one total if you do the killing).  The Mascot eats splinters and oakum and draws no provisions.  If someone’s Fear exceeds their Humanity and they need to kill, the mascot is a viable and delightful choice.  Since it cannot be hidden, announce the presence of the Mascot immediately.

The Gun:  Every time the gun is used it quadruples damage in an attack, when Fear exceeds Discipline.  Your victim gains four Fear rather than one.  The gun can be fired six times, once per day.  Pray that it isn’t.  Its owner can always throw it over the side, since having it around is an exceedingly bad idea.

The Knife:  The knife doubles damage in an attack, when Fear exceeds Discipline.  Your victim gains two Fear.

The Medicine:  The medicine can lower Madness by three or raise the Measure of Courage by one to a single player character.  It can only be used once, and you cannot use it on yourself.  

The Prayer Book:  The prayer book can increase the Measure of Humanity by two to each player character, in turn,  once per game.  It can be shared, so everyone can enjoy this bonus once.  To gain the benefit, you have to spend a day immersed in its pages, not manning the tiller and not getting involved in other conflicts.  If you act in any way, you lose the bonus and cannot try another day.

The Sextant:  This navigational tool and symbol of hope, in the hands of an officer or group-appointed leader, can raise everyone’s Measure of Discipline by one, one time.  

The Mint-Cake:  The mint-cake is three day’s worth of provisions for one man!  Hooray for the Mint-Cake!
The Salt Horse:  A big tin of briny, anonymous meat!  The salt horse is a single day's provisions for everyone!  If you will not agree to share, it is rancid and useless to everyone, but worth two days provisions for yourself.
The Vermin:  Sailors call them "Millers", euphemistically.  Everyone calls them good eating!  Flensed, these horrid rats are worth a total of three days worth of provisions for one man, and cannot be shared.
The Sea Anchor:  Deploy this to hold steady in a rough sea.  You need not have a tiller-man with the Sea Anchor in place.  You could set it up permanently, or only use it occasionally, as you and your mates see fit.  If it is in use when any storm event card comes up (Howling Gale, Raging Storm, Rogue Wave) it is lost.  

The Keepsake:  Use this gewgaw to talk down a crazed madman – force him to remember the good old days.  In a single intervention in which you participated but your opposite didn't, use this to turn the tables and reverse the effect - you get the bonus, the lazy cretin gets screwed.

The Fish-hook:  You can use this to pull up a number of provisions equal to the current number of survivors, all at once, one time.  You can do what you please with them.  

The Locket:  A Picture of your sweetheart gives you something to live for.  It can help you overcome the urge to perform a single bad deed without the need for an intervention.  An impassioned speech is in order!
The Grog:  Drink up, matey!  When the rum comes out, anyone may exchange points of Discipline for points of Humanity on a one to one basis.  Drinkers lose Discipline and gain Humanity; teetotalers do the opposite, once per game, no limit.
The Luxury:  Cigarettes, probably.  Something nice and pleasant that somebody wants, badly.  You pick the candidate and trade it to them for their provisions for a day.  They feel good but die a little bit.  Cheers!

The Secret:  You’ve got the dirt on somebody, in the form of a tattered letter.  Use the Secret to shame into silence a fellow survivor before a vote is taken.  They simply do not get to participate in that vote and are still obliged to abide by the results, even if that means they get their arms chopped off.  

The Laudanum:  It was all a fever dream - drink away a single event card for everyone and pass the day in a glorious, tranquil, eventless stupor.  You cannot eat, man the tiller,  intervene or vote on the day you drink the laudanum - so choose a very bad day indeed.  

The Oakum:  You've squirreled away some thick, absorbent stuff for plugging leaks.  Or eating.  The oakum is worth a day's provisions for one man, or it can stop a leak, should one develop.  
